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^1 - • 

COMPUTER:- BOARD GAME 

j- 

The present Invention rejlat^s to a board which is 
capable of interacting with Specially written computer 
software to provide siTnulatljons of various kinds, and 
pairticularly but not oxcltt«i!vely a computer board flame for 
one or more players each o£ (whom has a set of playing 
pieces , 

The features and system o^ operation of the invention 
ace hereafter described to ilndicate their application in 
the design of a computer boajtd game, upon the basis that 
the design principles and tlie engineering systems are 
common to the use of a game [board, a display board or a 
simulation board. Any game j is the simulation of a reality 
wich is governed by established rules. The board, when 
used for games, permits the |e8tabli8hment of highly 
complex rules without those [rules being necessarily Known 
in detail by the players. 

A successful game is on^ which should be easy to play 
and readily understood. Th^s can be achieved eitherj>y 
designing a very simple garni, for example «onopoly/or 
Trivial Pursuitjp*'^? by designing a complex game in such a 
way that the complteated ruies governing the play are 
easily found through using * simplified form of rules. In 
the latter case, the need tp make the rules comprehensible 
places a practical limit uppn the complexity of the game. 
There are people who are willing to go to extreme lengths 
to achieve exactitude in gaining but such people are in • 
minority * 
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Electronic games ace curreptly of two forms. The 



played upon games or 
entire game is played on 



first type is the video game -j 
business maehlnea In which thej 
the video monitor using a movable aonttoHer such as a 
5 joy sticX or a trackball to cpntrol the computer 

program. This form of game 1 si played almost entirely by 
juveniles. The second form of! electronic game ace 
generally cheae games. The g4ne is played upon a board 
having a mechanism which contajins switches for sensing the 
10 positions of games pieces and jsoftware to control the game 
itself, m this form the playjer can challenge the 
computer to a game of chess. jAn individual player cannot 
play another human player or ^roup of players. 

It is desirable to providej a computer-baaed board 
game in which a player can pi sly either against the 
bomputec or against another player or players who may be 
in the same room or at a remote location. 

TO make any game as eaailiif playable as possible, It is 
desirable to simplify the us«|o£ complex rules to enable 
the players to concentrate on | the object of the game or 
upon the simulation. 

It Is an object of the pcisent invention to provide a 
board for interacting with cof«>utec software to provide 
simulations and a computet iaed board game which fulfills 
25 at least one of the aforementioned criteria. 

This is achieved by providing a board coupled to a 
computer terminal which can mbnitor and record the 
position of playing pieces on 



the surface of the board. 
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The board represents a njeane of communicating aimply 
with the computer software, 



thereby avoiding the need to 
understand computec technology or the manipulation of a 
comupter keyboard. The software allows the simulation of 
any number of different concjitione to be established on 
the board, these conditions j being physical or nuineric»l» 
Thus the board can represent^ physical terrain in the from 
of a map or numerical patteins for use in educational 
display board or the base l^yer of three dimensional 



representations for weather 



or aircraft sinjalatiohs 



The computer Is program^ied to establish the physical 
parameters of the piece of ground, water, aie to be 
simulated and the factors ajieh as weather which effect 
that simulation with time. ] The computer is also 
programmed with the rules gjaveming the free action of 
"Players" within the simulajtion. Players can play against 
the computer or can play agjainst each other via the 
computer . 

in one embodiment of tik present Invention the playing 
surface is provided by a l4ninated board, having an upper 



layer with a grid of holes 



if or receiving the playing 
pieces. The lower layer laj a two dimensional contact 
sensor device and when a Playing piece is inserted Into a 
hole, the piece presses ag4in8t the contact sensor device 
which is calibrated so thatj the position of the playing 
piece inserted into that particular hole can be Identified 
and monitored. The processing unit has a visual display 
unit (VDO) and a three button information input device 



i 
I 
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whereby the players may intetajct with the processing unit 
during the playing of the game. 

Xccoraing to a first aspeclt of the present invention 
there is provided a computer board game for one or more 
players said board game comprising a board for providing a 
playing surface for the game, j at least two set. of playing 
pieces, each set having a pluifality of playing pieces, 
for being disposed on said bcfard, a computet processing 
unit coupled to said board and having, means for sensing 
the position of each of the playing pieces on th« board, a 
memory for storing the positiifn of each of the playing 
pieces and for shoring a program of the rules of the game. 



and a visual display unit for 



the game to the players and visual messages to the 



displaying information of 



15 players, and data input means 



coupled to said processing 



unit whereby at least one of the players can interact with 
said processing unit. 



Praferably said board has 



two layers; an upper layer 



having a plurality of aperturbs for receiving one playing 
piece and the lower layer in the form of a contact sensor 
device which is contacted by jft piece disposed in an 
aperture and which is calibrated to identify the post ion 
of each playing piece insertjed to an aperture. 

I 

Alternatively, said roeansj for sensing the position of 
said playing pieces is pro7id|ed by a grid of pneumatic 
lines disposed below said boajrd, the air flow through a 



specific pair of lines being 



blocked when a playing piece 



is inserted into a specific alperture on the board. 

Preferably also the surface of said board is marked to 
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represent specific fotms of i terrain on th« play Ingsurf ace, 
the computer program stored | in « aid memory having a 
corresponding record of thej terrain at each specific 
location on said board, 

A plurality o£ boards ajre provided, one for each 
player, each board having alcoiBputer processing unit 



coupled thereto, each of sa 
being coupled to each other 



Ld computer processing units 
by a conununicatlon channel 
which is conveniently a telephone line, conveniently the 
10 memory of each of said compUtera may store information 
relating to the position on the board of all of the 
playing pieces of the game* 

According to a second aspect of the present invention 
there is provided a conmiuniisations system for a computer 
15 board game to be played remjjtely by two or more players, 
said communieatione system pomprising two or more remote 
stations coupled by a commuhi eat ions lino, each of said 
stations having a board whiph provides a playing surface 

processing unit coupled to 
20 »ai4 board and to said communications line, each said 
processing units having meapa for sensing the position of 
the playing pieces on Its <^n surface, and having a 
memory for storing a program of the rules of the game and 
for storing the position of all the playing pieces on all 
25 Of the boards, and each of jsaid processing units also 

having a visual display unit for displaying information 



relating to the game to the 
the players and informatlofl 



players and visual messages to 
input means whereby each of 
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the players may interact with jtheir respective processing 
units. 

Preferably saia communicatiion line Lb a telephone 
line, conveniently each of sajid processing units has a 
5 MODEM associated therewith whejreby said proceBSlng units 
may be coupled to each other through said telephone line. 

According to yet another ajspect of the present 
invention there is provided a jboard fox interacting with 
eoftwaee to produce siraalat.ionj9 in which the position of 
10 pieces on the board have to be| identified, said board 
comprising an upper layer havijng a matrix of through 
apertures for receiving part c^f a playing piece located on 
said board and a lower layer cjonsisting of a laminated 
contact sensor device which ii calibrated to identify the 
15 position of each point of contjact on its surface, the 

lower layer being disposed neijt to the upper layer so that 
each playing piece inserted itj an aperture contacts the 
lower layer, the board being donnectable to a computer 
processing unit for identifyii^g and jnonitoring the 
20 position of each piece disposed on the board, 

preferably the board is f6t use with a computer game 
in which the pieces are playiig pieces which are moved in 
accordance with rules to provide a game simulation. 

These and other aspects o^ the present invention will 
25 become apparent from the fol^wtng description when taken 
in combination with the accompanying drawings in whiohi- 
Pig, 1 is an exploded perspective view of a computer 
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board gajn« in accordance wiih an embodiment of the present 
invention; 

Fig. 2 is an exploded perspective vleW of part of the 
board shown in Fig. 1 drawnj to a larger scale j 

Pig. 3 is an assembled perspective view of the part of 
the board shown in Fig. 2; i 

Pig. 4 is a detailed p^an view of a board as shown in 
Fig. 1 showing an example o£ the topographical features 
which may be illuatrated on the surface of the boardj 

Pig. 5 is a diagrawmatlt view of an alternative 

embodiment in which two sepkrate computer game stations 

I 

are coupled using a coramunipations link? and 

Fig* € is a plan view o^ part of the board shown in 

{ 

Pig. 4 drawn to a larger sc^le. 



Reference ie first made 



to Fig. 1 of the drawings 



which is an esploded perepebtive view of a computer board 
game generally Indicated by reference numeral 10. The 
game 10 ha« a board 12 which provides a playing surface 
upon which a number of playjing pieeee may be disposed as 
will be described, h computer terminal or processing unit 
(CPU) 14 Is connected to t|he board 12, the CPU 14 having 
a colour visual display unit 16 (VOU) and a keyboard 17 
connected thereto. The atr'ticture and operation will be 
described for two players playing each other. Bach player 
has a set of playing pleceri to put on the board 12, and 
a player may nove his own playing pieces around the board 
12 one at a tine, during hi,s turn. The CPU 14 records the 
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position of each of the playinjg pieces and stores the 
position of all the playing pijeces on the board in its 
memory. The rules of the game ere contained in a program 
aleo stored in the memory. AS the game is played each 
5 player interacts with the CPU |l4 by means of the YDU 16 
and keyboard 17 as will be described. The cpO 14 monitors 
and controls the playing of thje game in accordance with 
the rules. 

Raference is now made to ^Igs. 2 and 3 which shows 
10 that board 12 consists of two |iayer3j upper layer IB and a 
lower layer 2 0. The upper la^er 18 has a pattern of holes 
21 for receiving the peg of atj individual playing piece 
22. The pattern of holes has lio holes along each side of 
the upper layer 18. Each of tjhe holes 21 are 
15 approximately &m in diameter jwhich is fractionally larger 
than the diameter of the pegs of each of the playing 
pieces 22. The surface 24 of upper layer 18 is marked to 
represent different forms of terrain. Por example line 2 6 
on the surface 2 4 represents a road and line 28 on surface 
20 24 represents a rivet. The values for each point of the 



terrain are determined by the 



game. During the playing of ihe game the program may 



cause these values to change, 
being flooded bftcomes a lake. 
25 board are different for each Simulation or game. When a 
playing piece 22 is positioned in a specific hole, for 
example a hole on the surface 



program at the start of the 



Por example, e hollow upon 
The values applied to the 



24 marked with the road 2 6, 
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this movemont and position fs r^ad by the computer and 
stored in the memory. 

The lower layer 20 of board 12 is made up by a 
a-dimensional contact sen«oir device 3 0/ disposed beneath 

5 upper layer 18- The contact sensor device is of a type in 
which normally separate conductive layers are forced into 
contact by a piece and the tesistance path ia used to 
provide calibrated electrical signals which identity the 
position of the playing piete. An example of this type of 

10 device is disclosed in British Patent Application No. 

2132359 in the name of Michael A Enskat. When a playing 
piece IS inserted Into a ho^e 21, the peg of the playing 
piece 22 presses against th^ contact surface of the senflor 
device 30 causing opposite Conductive surfaces to make 

15 contact and to provide a el^trlcal signal which is 

transmitted to the CPU 14. The CPU 14 compares the signal 
with calibrated signals to identify the piece position end 
the CPU 14 etores this infojcmation In its wemory as will 
be described. 

20 As hereinbefore described, the program stored in the 

memory of the CPU 14 deterftS.nes the rules of the gane. 
This program rune until it keachea a stage at which the 
player whose turn it is to )?lay hao to decide if he 
intends to nove or use another one of his playing pieces 

25 22. If he intends to move la playing piece 22, he 

indicates this choice by lifting the piece 22 from its 
position on the board 12, 3?he output signal of the 
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contact sensor device 30 beloW the hole from which the 
piece 22 has been removed chaiiges, and this change of 
output signal is sensed by thcj CPO 14 providing the CPD 14 
with an indication that this j^articular piece 22 is being 
moved. The CPU 14 opens a chfijnnel to the board 12 to 
indicate that the CPU is readi( to accept the grid 
co-ordinates of the new posit l^on of the piece 22, When 
the piece is inserted into it^ destination hole, the 
contact sensor 30 below this hole 21 produces a signal 
which the CPTJ 14 processes to ^provide the grid 
co-ordinates of the new position of the piece 22. The 
program stored in the compute x} analyses these new 
co-ordinates in accordance with the rules of the game to 
determines if a 'legal' move lias been made i.e. a move 



game, A message is 
'illegal* move has been made 



15 permitted by the rules of the 
displayed on the VDU 1 6 if an 
and the piece 22 must be replaced in its original hole or 
moved to a destination hole wliich constitutes a ' legal • 
move* This process is repeated for the movement of each 

20 of bhe playing pieces 22. 

The colour displayed on tl^a »cre«n of the VDO 16 
provides an indication of the player who is 'In play' and 
who may move or use more of his playing pleoes. Each 
player has his own screen colour and the V»0 16 displays 

25 each of the colours in sequence to instruct the players 
who are 'in play^ at that pari^icular time. 

i 

AS also hereinbefore described an input keyboard 17 is 
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connected to the CPU 14. 'phiQ keyboard usee three keys 
31a, b, c mounted th«rein 4nd these keys allow the players 
to communicate with the CPii 14. The three keys 31a, b .and 
c represent the commands "ies", ^no** and "continue'' 
respectively. The program jo£ the game runs until a player 
ha» to make a decision: fod example/ if two playing pieces 
are in a position whore th4se pieces may be deemed to be 



in combat with each other r 



jthe CPU 14 may Instruct VDU 16 

to display a mesfiage such 4« ^^^^ ^^^^ 

10 tsirget x?*- By pressing on4 of the keys on the keyboard 17 
the player can provide an ^PPcoP^^iate answer. 

Changojs in the values 6£ terrain ^ playing piece 
positions and playing piec^ strengths occur continuously 
during the playing ot the 0ame. All such changes are 
15 saved on disc immediately tjhe changes occur and are 

jit is desirable to switch off 
jthe information in the memory 
of the CPU 14 when it was ^witched off may be re- input to 
the memory of the CPD 14 ad a later date. This 
20 Inforroation would relate t^ the current state of play of 
the gamei i.e. the poaitioi|i of all the pieces and various 
factors relating to the caij^abilities of these pieces as 
will be described later in | detail, 

Reference is now made io Pig. 4 oE the drawings which 
25 is a plan view of the surface 24 of a board 12 showing an 
example of the topographical features which may be 



therefore irrevocable. If 
the CPU 14 for any reason r 
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repreoented on the board 12, this particular surface 24 
is marked to represent the battlefield of the "siege of 
Minas Tirith" from the book "The Lord of the Rings" by 
J R R Tolkien. ♦This is one example of how the surface 24 



5 could be marked, however, this 



example will be used later 



to describe various features which may be incorporated 
into the program stored in the|meittocy of the CPU 14, 
Three dimensional elements sucji as raised areas may be 
provided on the surface 24 ]^rovide a more realistic 

10 three dimensionar appearance, j However, each 

three-dimensional element whicji can receive playing pieces 
Is an extension of the two-dim^slonal contact surface and 
the position of a piece on the! three-dimensional surface 
is determined in the same way.j 

15 Reference is now made to FjLg. 5 of the drawings which 

is a diagrammatic. View of an akternative embodiment in 
which two separate computer gaine stations are coupled by a 
communications link. Two remo|:e stations IGa and 10b 
having associated boards 12a r Mb and computer processing 

20 units 14a and 14b similar to tfiat hereinbefore described 
are coupled by modems over a t|alephone line 42. Both 
boards 12a and 12b are tdentickl ao that the same game may 
be played simultaneously or by| each player i^ turn. Of 
course, each player (two in thks caae) has hie own board 

25 and at the start of the game ejach player has only his own 
playing pieces disposed on his 



The CPU's 14a and 14b send messages to each other 



own board. 



Sent By: *; 



703 415 1525; 



Dec-15-00 16:33; 



Page 41 /52 



10 



15 



20 



25 



-13- 

over the telephone line so that both CPU's 14a and 14b 
have the positions of all the playing pieces stored in 



memory. The game is played 



in the manner hereinbefore 
described, each player takih^ his turn to move one piece 
at a time and interacting with his respective CPU 14a, 14b 
to ensure that 'legal' raove^ are made. However/ when one 
of the playing pieces la moyed to apoaltion where that 
playing f>iece can , as | determined by the rules , one 

of the other player* a piece^ a message is displayed on the 
VDU 16a, lO) to Indicate th4 position of the opposing 



player's piece* 

Reference is again made 



to >ig. 4 of the drawings and 



also to Fig. € of the drawifegs which shows part of the 
surface 24 shown in Pig. 4 irawn to a larger scale, The 
"Siege of Minas Tirith" scenario is used as an example to 
illustrate how the software program stored in the memory 
of CPU 14 may be used to apply extensive and complicated 
rules for the game/ some of j which are based upon normal 
physical paraineteca and othfrca of which introduce a 
fantasy elanent to the gajftew The CPU 14 monitors the 
ob.erv«nce of these rules BpA beings the rules to the 
attention of the players wh^n appropriate. 

The ga»e is medieval sc^arto in which six separate 
ariBi.s engage in combat. t|»b purpose of three of the 
armies is to capture the cijty of Minas Tirith by open 
warfare or by siege while tjie other three opposing armies 
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reslst • 

AS far as is possible the movements permitted on the 
board 12 are governed by natural consideration such as 
climate^ day and night etc. The individual artnies in 
5 play/ engage in movement, in activities and in combat. At 
all times play is controlled by the computer which 
instructs which player to playj and controls the conditions 
of play. 

Play starts with two of this armies on the board and 
10 the third attacking army appeajring at the edge of the play 
area. The computer randomly bbings the other armies onto 
the board and no player knows jit what tine they will 

appear in play. i 

The playing pieces of eaehj of the armies represent 

15 various elements of the array fjor example infantry, 
cavalry, archers etc. some plftying pieces represent 
fantasy characters such as ttojLls, Ores, magicians etc 
AS hereinbefore described, the! CPU 14 monitors the 
progress of the game and also jnonitors and Introduces 

20 various conditions such as weather which would affect the 
fighting capabilities of the vjartous army elements- 

For example an archer may jfire with greater or less 
accuracy depending upon range,] wind conditions, visibility 
(day or night), weather conditjions (rain or dry), and the 

25 archer's success will be dictajted by his own circumstances 
- static or moving, composed oir under attack, rested or 
exhausted. Finally, hie success will depend upon the 
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situation of his opponent -itatlc or mobile, unprotected 



or armoured^ behind wall or 
The CPU 14 asaeeses all 



iin the open, 

i these factors continuously and 
gives the player only the result - in this case of the 
5 archery attack. At different times the CPU 14 informs the 
pXayets of weather conditioiisr the conditions of troops 
etc, but in such a way thatjthe information is applied 
generally not Bpeclflcally io a single action. The 
three-dimensional nature of | the board allows many of these 
10 factors to be assessed visu^ly. This allows players to 
concentrate upon the strate^tc considerations of the game 
and bo leave the very mechajxical aspects of the garae to 
the computer. 

Bach player has a turn pf play in each round and has 
IS four options during his turh:- 

1. Activities: During which trenches may be dug, 
palisades built, troops re«N<5f crossing barriers 
attempted, voods cut etc. 

2. Movement: Movement actolsis the board, governed by 
20 factors of terrain, 

3. combat: infantry or cavjalry attacks, archer attacks. 



attacks using siege engines 
of hot oil. 
25 4. Magic: In the Lord of 



and catapults or the pouring 



the sings there are two 



•magical' characters. Thede characters have certain 
magioal abilitiea which can be used during each round. 
Each army has a different size and characteristic. 



Sent By: 703 415 1525; Dec-15-00 16:34; Page 44/52 

containing different elements jof a medieval type array le. 
cavalry, infantry, elephants, jarchers catapult crewa, plus 
the addition of trolls and orqs. The two opposing sidee 
have, armies which have the sainje equivalent strength 

5 although the attacking army haSa twice as many pieces as 
the defenders, but each of hal|f the strength, were the 
two armies to meet upon a f latj field then cojnbat would 
reduce the number of both sidess equally and the 
statistical probability is thait both sides would destroy 

10 each other equally ► The only way to win the game 

therefore is to use amy factor) of advantage which may 
increase the statistical odds jof combat being successful. 

When the game hereinbefore! described is played by two 
or more players each having a jcemote board as described 

IS with reference to Fig. 5, the jplayers do not Jcnow where 
the army units of other armlesj are located unless * their • 
army unit can 'see' that unit,! Thus, each player has his 
own pieces on his board and knpws where they are exactly. 
As the player moves his piecei^ on the electronic board, 

20 the screen shows what that uni|t can see at thftt point. 
TbuB, within the limit if visijbility dictated by the 
coinputeriBed weather and othei^ visibility condition«, the 
moving unit will see an enemy junit standing upon open 
ground. Howevet, the moving ujnit will not 'see' an eneiny 

25 unit atandlng behind a barrier! such as a wood, a hill or a 
wall. ■ If the unit in play ia Woved aldeway« to aee counfl 
a barrier then the eneny unit 



will be revealed upon the 
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computer screen. Once the flayer has established an enemy 
unit position he marks its jplace on the board and its 
whereabouts, at that particular moment r is known. As the 
enemy unit moves in its turh/ its position may be loet as 
5 will certainly happen afterl nightfall, or if its position 
is obscured by dust or srookje. However, certain of the 
armies can 'see* well'^t ni^ht but poorly daring the day 
and others are the reverse,) Therefore, only at dusk do 
all armies have similar 'sebing* ability. 
10 This unique facility of| this game allows ambushes and 

tactical surprise in a way impossible in other gamofi. 

The game incorporates innumerable other factors: 
rules for scaling walls # rujlee for bombardment, cavalry 
versus elephants etc. All jof these rules are contained 
15 within the software and are! not revealed to the player 
until such time as circumstknces arise in which it is 
necessary for the player toj know of their existence. 

Other battle scenarios Which may be re-enacted on a 
similar board include any miedieval battle (for example 

battles I Modern warfare 
battles (e.g. Waterloo) and 
Air/Sea battles. All of tl^jese games would use the same 
basic rules but with different equipment, movement rates, 
armourments etc. With regaird to the Air/Sea battle* a 

(for example 5000 holes) the 
playing pieces being provid(ed to represent various ships. 
In the manner of ♦'BattleshlJps and cruisers^ ♦ 



20 Agincourt)y First World War| 
battles; Napoleonic Warfare 
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As the game progresses/ thje players attempt to find 
the opposing player's ships an^d to sink thetn. The 
electronic board permttfl a rarjge of options impossible in 
traditional gatn©© viz ships cajn be moved aroand the boards 

5 aircraft can attack froiti aircrjaft carriers etc, it allows 
islands to obscure views, ohaiiged weather conditions r 
layihg of smoke screens ^ diff«|tent sea conditions, 
submerging sabmarln^a, damage jaf footing speed and 
combative ability, etc. in. tl^i» way, the simple game of 

10 Battleships and cruisers beconjes 'The Battle of Midway'. 

Vacious modif ieations may jbe made to the embodiment a 
hereinbefore described without) departing from the scope of 

i 

the present invention. The ccjntact sensor devices 
disposed below the holes of trie upper layer of the board 
15 nay be replaced by a grid structure of air flow conduits. 
When a playing piece is insertjed into one of the holes, 
air flow through two of the conduits is blocked providing 
a grid reference co-ordinate 6f the new position of the 



the grid of holes may be 
buttons disposed along the 
whereby the co-ordinate 



playing piece. Alternatively 
20 aligned with two cows of push 

oo-ordinate axes of the board 

destination of the playing pidce may be manually input to 

the CPU. The grid of holes may have any suitable number 

of holes, for exa«jple 5000 ho 
25 simulation with the number of 



convenient size of board. Thi three-dimensional elements 
which provide the raised area* of the board may be moved 



es for the air/sea battle 
bole9 being dictated by the 
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around the board to change |;he terrain represented on the 
board surface. However, a ijnovable three-dimensional 
element would have a pEoj«cj;ion portion disposed in its 
hole so that when a playingj piece Is inserted into th« 
hole, the projection portioji presses against the contact 
sensor device disposed in tjie lower layer of the board. The 
keyboard may be replaced by! a hand-held push button key 
pad having the three button^ which are used to provide the 
'yes*, 'no' and 'continue' coniiaandB 

Any number oC boards an{3 associated cpO's may be 
connected by cojiununication jlines to allow the gaine to be 
played out simultanaously o|i each of the boards. The VOU 
need not be a colour VDU alithough it la understood that a 
colour VDO is preferred. Thje VDU may be replaced by an 
audio cord and loudspeaker jwhereby the instructions to the 
players during the game may| be spoken rather than 
displayed on the VDU screeaj. a printer connected to the 
CPU may be used to generatt^ hard copy reports on the 
current state of play, for ^example maps of current 
positions may be printed t<<gether with tables off 
information about the cwcte|nt state of play. It is 
possible that existing boaiid games could be adpated so 
that these games could be jjlayed on the boards 
hereinbefore described. Otjhar activities such as 
educational aids could be 4dapte<i for use on such board. 

An advantage of the prilsent invention is that an 
individual player of the ge»rae can play against the 
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computer or against any number; of other players. 

Although the software maetl be specifically d©signe<3 
for use with the board, this sioftware raay be adapted for 
u«e with almost all of the exijating range of personal and 

5 basineas computers • The compujter allows the game to have 
extensive and complicated rulejs while still being 
relatively easy to play. The jcomputer monitors the 
progress of the game and only brings up the rules of the 

10 game when appropriate in the cjircurostances of play daring 
the game. 
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CLAIMS 

1. A computer board game fbr one or more players aaid 
board game comprising a boajrd for providing a piaying 
surface for the game^ at lejaat two sets of playing pieces^ 
each set having a plurality| of playing pieces for bfting 

5 disposed on said boards a cjoroputet proceasing unit coupled 
to said board and having, mjeane for sensing the position 

i 

Of each of the playing piecjea on the board, a memory for 
storing the position of eacii of the playing pieces and for 
storing a program of the rulles of the game, and a visual 
10 display unit for displaying! information of the game to the 
players and visual meseagesl to the players, and data input 
means coupled to said procejssing unit whereby at least one 
of the players can interact:: with said processing unit* 

2. A computer board game ajs claimed in claim 1 wherein 
15 said board has two layers; jan upper layer having a 

plurality of apertures for jteceiving one playing piece and 
the lower layer in the ford of a contact sensor device 

i 

which is contaoted by a pl^« dispoeed in an aperture and 
which is calibrated to idenjtify the poet ion of each 
20 playing piece inserted iotoj an aperture- 

3. A computer board game als claimed in claim 1 wherein 
said means for sensing the -position of said playing pieces 
is provided by a grid of pneumatic lines disposed below 
said board, the air flow tl^rough a specific pair of lines 

25 being blocked when a playing piece is inserted into a 
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specific aperture on the board* 



4, A coirputer boacfl game as Claimed in any preceding 
claim wherein the surface of ieii^i board is marked to 
represent specific forms of terrain on the playing 
surface r the cotaputer program i stored in said memory having 
a corresponding record of thejterrain ftt each specific 
location on said board 



1 

5. h computer board gome aa Claimed In any preceding 
claim wherain a plurality of iaaris are provided, one for 
10 each player, each board having a computer pcocesalng unit 
coupled thereto, each of said joomputer procesaing unit* 

j 

being coupled to each other by a communication channel. 



'6. A computer board game afl claimed in claim 5 wherein 
said communication channel is | a telephone line. 



15 



20 



7. h c<OTputer board game as Claimed in any preceding 
claim wherein the memory of eAch o£ said computers may 
store information relating to 



the position on the board of 



all of the playing pieces of ihe game. 



8. A coramunicationa system 
be played remotely by two or 
communications system oomprie 
stations coupled by a 
stations having a board which 



communications 



for a computer board game to 
tkore players, said 
.ng two or more remote 

line, each of said 
provides a playing surface 
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for the game and a computer^ processing unit coupled to 
said board and to said communications line, each of said 
processing units having meahs for sensing the position of 
the playing pieces on its qwn surface, and having a 
memory for storing a prograin of the rules of the game and 
for storing the position ofj all the playing pieces on all 
of the boards, and each of Isaid processing units also 
having a visual display unijt for displaying information 
relating to the game to th<^ players and visual meosagos to 

i 

the playera and inf ormationj input means whereby each of 
the players may interact wljtb their respective processing 
units. 

d. A eomrounications systeiii| as claimed in claim 8 wherein 



said communication line is 



a telephone line. 



10. A communication aystenj as claimed in claim 9 wherein 
each of said processing uni|t8 has a MODEM associated 
therewith whereby said processing units may be coupled to 
each other through said tellephone line. 



11. A board for interacti49 with software to prpdttce 
simulations in which the position of pieces on the board 
have to be identified, seiij board comprising an upper 
layer having a matris of through apertures for receiving 
part of a playing piece located on said board and a lower 
layer consisting of a lamliated contact sensor device 
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which is calibrated to identliey the posit ion of each point 
of contact on its aurfaca, thp lower layer being disposed 
next to the upper layer so that each playing piece 
inserted in an aperture oontabts the lower layer, the 
board being connectablc to a bomputer processing unit for 
identifying and monitoring the position of each piece 
disposed on the board. 



12. A. board as claimed in clkiw 11 wherein the board is 
for use with a cofl^uter game In which the pieces are 

10 playing pieces which are moved in accordance with rules to 
provide a game simulation. 

13. A computer board game substantially ae hereinbefore 
described with reference to the accompanying drawings . 



14 A commuincations system sujbetantially as hereinbefore 
15 described with reference to v\Lg. 5 of the accompanying 
drawings* 



15. A board for interacting 
simulations subetantially as 
reference to the accompanying 



with software to produce 
hereinbefore described with 
drawings. 
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